Disk Drive, 512K Ram, 
Joystick and Mouse 
Required 
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"| say, chaps,” said young 
Timmy one day, “Activision 
has a top-hole title coming 
out. It's called Hunter.” 
“Bags I go and look at it," 
David ‘Gutsy’ Wilson 
immediately chirped up. 
“Bunter - Billy Bunter - has 
always been a seminal 
influence in my A 

life," added 
the hard of 





TITLE 
PUBLISHER 


FORMAT 
RELEASED 





The beauty of Hunter is that not only do you have the 
freedom of a 3D world, but you also have the choice 
of how you move around within that world! 


Boats: Although not actually necessary 
for inter-island travel, since the waters 
are home to several man-eating 
sharks, swimming isn’t recommended. 
It also takes quite a long time and, of 
course, you should rub yourself all 
over in Cookeen before attempting it. 
(Steady on! Ed.) Er... there are three 
types of boat, each with different 


weapons. 


Windsurfer: With the price of Brent 
Crude being what it is and with the 
current vogue for fitness, maybe you'd 
prefer to try your hand at the 
windsurfer. Your little chap appears in 
his bermudas and tacks his sail about. 


Hovercraft: There's also a rather 
spiffing hovercraft for you to find and 
use. (Erm... I'm not sure if this should 
be under water or land based 


transport. Sorry.) 


Cars And Jeeps: These cre pretty 
speedy and useful. Erm... and that’s 
about it really. The bad guys have 
these as well and you can pinch theirs 
tóo, though you'll need fuel of course. 


Armoured vehicles: These include 
armoured cars and tanks. Tanks are 
slow with big guns, armoured cars are 
a lot nippier but have a much smaller 
weapon. Oo-er. 


‘SI 


Bicycle: What better way to save 
money, keep fit and protect the 
environment than by choosing to travel 
by bicycle! It’s rad (unless you’re 
getting shot at). 


Helicopter: Hardest to handle in the 
control stakes is the helicopter, but 
apart from that it’s a pretty fab form of 
transport. Watch out for the high 
sentry towers on some enemy islands, 
they're rather proficient at shooting 
down choppers! 


. Parachute: Not really a 
means of transport in the 
usual sense of the word, ie 
horizontally (unless there's a 

force twelve gale conveniently blowing 
in the direction you want to go). Rather 
a good means of transport for 
travelling vertically downwards (from 
a helicopter for example). 


*Er... except there aren't any planes. Er... or trains. 





Here you are in your house. Well, somebody’s house, anyway. This is the sort 
of place to look for loads of helpful goodies - fuel, mines, timer bombs, map, 
radar, first aid kits etc. Oooh look, there's a blackboard. 


you'll need to keep a supply of fuel, 
otherwise you'll be reduced to walking 
and swimming around (but watch out 
for the sharks!). Oh, and if you get 
hungry, you can catch fish or rabbits that 
scamper around the islands. 

Once you start going further afield, 
you'll start encountering enemy vehicles 
and troops, and that's when the fun 
starts and the missiles begin flying. This 
adds a whole new perspective to travel. 
For example, whilst an enemy 
emplacement may find it easy to blow 
your boat out of the water, if you're 
windsurfing, the missiles can be 
outfoxed because you're such a slow- 


Activision UK is dumper-ville bound 

it suddenly seems to be tempting us 
with some rather promising game titles. 
Here's a little number from Paul Holmes 
with graphics by Jason 'Murder 
Kingsley scheduled to appear around 
February time by the name of Hunter. 
Hunter smacks to me of the classic 
Carrier Command. It's also a bit 
Midwinter-y (except without the snow). 

You take the role of a little 3D filled 
vector man. He lives on an island and 


i t's rather ironic really, but now that 


about other items necessary to complete 
your mish. Try chatting to them, bribing 
them, leaving timed explosives on their 
doorsteps etc. in order to convince them 
that you’re worth talking to. You'll also 
need to walk around a bit, going into 
houses and collecting useful tools to 
help you on your way. 

Essential items include a Pr: 
map which you can choose F 
to have permanently 4 
overlayed over the A 
screen image and a log 








moving target. If you do get hit, you'll 
lose that vehicle and — 
your life — quite a long swim. 


if you don't lose 


Another problem occurs in the heat 


of the action when a trigger-happy 
enemy can fire salvo after salvo of 
missiles in your general direction. If they 


miss, they can travel on and take 
out other objects that get in 
their way. In a game you 
can use this strategically 
by deliberately getting in 
front of baddies. Or 


that island is in the middle of a rather 
large archipelago of islands. This, then, 
is your world. It’s populated by good 
guys, bad guys, fish and rabbits(!) and 
also plays host to numerous buildings, 
bits of weaponry and modes of 

transport. There are three types of game 
for you to play as well — a specific 
'Mission' game, an in-at-the-deep-end 
'Action' game, and the eponymous 
'Hunter' game. This one is the real 
McCoy, with you embroiled in a rather 
complex arcade adventure-style game. 
This is the Midwinter-y bit, where you're 
asked to bring back the head of an 
enemy general. (Gad!) You'll have to 
find him first, and this you'll do through 
a chain of contacts. Each will elicit 
information about the next contact or 


book that places your 

position on the map. It 

also highlights other 

locations you know and 

allows you to input co- 
ordinates for new ones. h 
Once you've kitted 
yourself out you'll 
probably also come 
across different modes 
of transport. There are 
loads of these from a humble bicycle up 
through a windsurfer, a car, a jeep, an 
armoured car, a tank, three types of 
boat, and even a helicopter! Walk into 
any of these and you'll be able to motor 
around. (Walk into the windsurfer and 
you'll also change into some rather 
fetching Bermuda shorts!) Obviously 
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The lesser spotted green tank caught feeding its young in a tender moment. 


se 


Um... Does anyone know 
which one of these seven 
pedals works the clutch? 








alternatively, by 
dispatching the enemy 
quickly, you can stop 
him destroying all the 
valuable vehicles in the 
vicinity (which you can 
2 then utilise yourself). 
You can also pinch 
enemy vehicles and by 
stealing a uniform (yep, 
your sprite appears in a 
rather smart red blazer) you can walk 
past the bad guys without them batting 
an eyelid. (Er... but, don't try wearing 
this garb in front of your troops!) All of 
this, day and night time too! It sounds 
fab, and | can't wait for the review copy 
early in the new year — in the meantime 
I'm off for some trough! 


FINDING YOUR 
WAY ABOUT 





You can keep the map overlaid on screen 
to keep track of your movements in 
relation to your destination. You may 
also find a close up map of the island 
detailing houses, churches etc. 
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new action adventure. 


HOW OFTEN DOES o new piece of 
„software appear and promise to deliver o 
totally new and convincing environment? 
And how often we ore disappointed... But 
here is one that goes quite some way 
towards fulfilling that promise. Hunter is a 

and combat ‘adventure’ set in a 
huge 3D world. We have seen plenty of 


landscopes generated with 
Salers aos ae Li 
it’s created using Fractal Geometry. 

Hunter is all one-mon operations 
to penetrate enemy territory ond destro 
targets or assassinate military personnel. 
Starting out from your own side's HQ, you 
ore given your mission orders and away 
you go... 

There are three types of game available. 
Newcomers are should start with a single, 
involved mission, building up to shorter 
missions to destroy individual torgets, and 
eventually lengthy missions in which all 
targets must be destroyed. 

To begin with you are armed with little 
more than a rifle, but there are other 
supplies to be found along the way. There 
are also a number of ways of getting from A 


TECHNOPORN 

Total Number Of Objects: 182 
Most Complex Object : The General 
(52 Polygons) 

Least Complex Object: Missile 

(Six Polygons) 
Maximum Frame Rate: 25 Frames 
Per Second 
Minimum Frame Rate: Six Frames 
Per Second 

Average Frame Rate: 12 Fromes Per 
Second 

Size Of Object Dato: 60K 
(Occupying 65K Block) 

Size Of Program Code: 64K 

Size Of Landscape: 128 x 128 

Grid Points (Three Maps) 


to B. Although foot power or swimming will 
get you around slowly, you will find all sorts 
of vehicles from push-bikes to power boots, 
vans, tanks, and even helicopters. All of 
these can be requisitioned — provided you 
have enough fuel with you. 

A different map is each time 
you play and then transformed by the 
program into a series of connected 
a pase The buildings, vehicles, objects, 
and people ore then mopped onto this with 
a further series of s. 

Paul Holmesis certainly nostrangerto 3D 
programming. He had been working on a 
3D gome for CRL before the compony 
experienced problems ond the project had 
to be shelved. He then went on to work with 
Digital Magic Software, before turning his 
attention to Hunter, 

The 3D routines thot Paul wrote for CRL 
had to be quite substontiolly rewritten for 
Hunter. He had originally made use of the 
Amiga's Blitter’ chip for drawing the 
polygons, Since Hunter was destined to 
appear on the ST as well (the standard ST 
does not have a Blitter chip), additional > 





Hunter 


Laurence Scotford experiences trans- 
ports of delight with Activision's novel 











THERE AR 
PLENTY of 


dotted 
about in Hunter. 
Most of them 


can 

be entered and 
many contain 
objects that will be 
of use to you. 





THE CONTROL PANEL at the bottom of the screen extends to 
show all the objects you are carrying. Here, at the start of a 
game, our hero has very little with him but supplies will soon 
accumulate. A little experimentation soon identifies the function 
of each object. 


ONE OF THE 
MORE useful 
objects you come 
across is the Aerial 
Observation Unit. 
When fired into the 
air this reports the 
location of enemy 
units, buildings, 
and vehicles. 





BOATS ARE ESSENTIAL for skipping from 
one Island to another (it's a long way to 
swim). if you have the map it can be 
overlaid on the display to aid navigation 
between land masses. 


LAND TRANSPORT 


ranges from 
bicycles to tanks, 
with cars and 
medical supply 
trucks in between. 
All of them need 
fuel and if you 
don't have any with 
you, or happen to 
run out, then it's 
foot power for you, 
buddy. 





THE MOST USEFUL mode of transport is 
the helicopter. It takes a little getting used 
to, but once you have learned to fly it you 
can easily pop from island to island. 
Watch out for those enemy missiles 
though... 
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software hod to be 
created to mimic 
the function that the 
Blitter chip normally 
performs. Ironically 
these routines 
ended up doing the 
job faster than the 
Amiga's specialised 
hardware. “The trouble with using the 
hordwore," says Paul, “is that it imposes 
certain limitations that then hove to be 
overcome with clever software routines.” 

The 3D effects that Paul's routines 
produce are very impressive indeed. The 
screens are drawn very quickly considering 
their complexity, without any nasty glitches 
during updates, There are some very nice 
touches, like the way the viewpointzoomsin 
and out depending on your mode of 
transport. According to Paul this sort of 
effect is quite easy to achieve once the basic 
routines ore up and running. 

The Object Editor used to design all the 
3D objects in Hunter took about a week to 
write. Then came the torturous process of 
entering all the dato. Unexpectedly, Paul 
found the hardest thing to write was not the 
3D routines but the actual game logic. Each 
of the enemy sol- 
diers and installa- 
tions has to know 
how to react to you 
in certain condi- 
tions. Their res- 
ponse to you when 
you are occupying 
a tank will be differ- 
ent to their res- 
ponse if you are on 
foot. 

The 3D routines 
used in Hunter ore 
easily odoptoble to 
other games. Poul 
wants to stick with 
3D for his next 
project, but hopes 
to do something 
very different to 
Hunter. One idea 
he hos is to do 
something that in- 
volves flying that is 
not a simulator 

As far as improv- 
ing 3D in general is 
concemed, Paul 
believes thot the 
mojor improve- 
ment left to make is 
in gameplay — the 
octval mechanics 
can only really be 
tweaked now. That 
seems to be on issue 
that Poul hos ad- 
dressed in Hunter, 
and gameplay will 
no doubt be an 
important factor in 
his next creation, 
whatever that may 
be. @ 

* Bliner: a device 
to 
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HERE'S A NICE 
TOUCH. A white 
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TANKS ARE THE 
MOST destructive 
vehicles available 
and are very useful 
for doing away 
with targets. In this 
instance a power 
plant is about to 
get a shelling... 
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WHOOPS! LOOKS LIKE you got out the wrong side of the boat. 
It's quite fortunate that this particular agent is a very strong 
swimmer. But he's got to be some kind of great swimmer if 
he's to avoid the sharks all by himself. 


FRACTAL FACTS 

FRACTALS were discovered by the eminent French 
mathematician Benoit Mandelbrot. He identified the 
universal tendency in all forms of inanimate matter for 
patterns to be replicated on an infinite number of scales. 
The pattern on a snowflake for instance, is made up of lots 
of smaller identical patterns, which in turn are made up of 
even smaller copies, and so on. This phenomenon also 
manifests itself in mountains, trees, and coastlines. “Big 
fleas have little fleas upon their backs to bite ‘em, and little 
fleas have smaller fleas and so, ad infinitum.” 

One thing computers are very good atis the horrendous 
number crunching required to produce Fractal Patterns, so 
it is no irre Dol Fractal Generating programs have 
emerged for every machine with the graphical capability 
to reproduce them. And Hunter is certainly not the first 
game to make use of Fractal Geometry. Lucasfilm Games 
made an eorly, if uninspired attemptto implement Fractals 
with their action game Rescue On Fractalus, and more 
recently Maelstrom has put Mandelbrot's theories to pes 
use in the well-received Midwinter and its sequel (see 
page 167). But there is still a long way to go before Fractal 
Geometry can really be exploited to the full, and we will 

bly have to wait for the next generotion of 
rdware before that happens. 


You must destroy 
1 fuel dump 


(See los 


Then return to HQ before hour 


Before you are thrown into the middle of the action you are given a quick run down. This 
one may sound simple enough, but believe me it's not. 


Before the allied 
forces could raise a 
: a hand to do any- 
| | thing it was too 
late. Although the 
small group of 
islands didn't hold anything of real 
importance, nature had managed 
to place them strategically between 
our country and the enemy, and of 
course they had now decided to 
take the islands for themselves. 
The islands had been left neutral 
for years mainly due to the wild life 
that existed there, but we should 
have known better than to trust the 
other side. 

Unfortunately the opposing 
forces are too well prepared now, 
and an assault from the sea would 
be vanquished easily. The only 
choice is for a undercover unit to 
be sent in to take out strategic 
positions. This is where you come 
in. Highly trained in undercover 
intelligence and sabotage warfare 
you have all the skills for the job. 
The fate of the islands and your 





country depends on you. 

Each mission begins with a 
pretty comprehen- 
sive briefing which 
will supply you with 
the information you will 
need to know. The brief- 
ings will tell you the various 
enemy positions as well as 
the low down on their artillery 
and movements. You will then be 
given your mission objective and 





the time in which it must be com- 
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Standing outside your HQ you try to decide which way you should go. I'm afraid you're just 
going to have to explore the island for the first few goes to find out where things are. 


there's nothing to stop you from 
borrowing these vehicles and using 
them to your own ends. But don't 
forget that cars and lorries run on 
fuel, so if you're going to take one 
make sure you've got enough fuel 
to reach your destination. 

There is also a large number of 
buildings on the island that have 
been constructed by the enemy. 
Most of these have at least one 
item in them which can aid you in 


pleted, ranging from a few hours to 
a number of days. 
Although you 
might start off with 
next to nothing to help 
you complete your mis- 
sion there is an ample num- 
ber of different things on the 
island that can be used. The 
enemy has a selection of vehicles 
which it uses to get to and fro, but 


TRAVERSING THE TERRAINS IN THE TRANSPORT 
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The truck's big and mean. — The jeep is fast and perfect tor Not quite as good as the 
If you run out of fuel in the getting around in. You can feep. You'll never have to 
Jeep this will make a good also kill soldiers by running worry about the bicycle 
replacement. them over. running out of fuel. 





Stepping inside a large hanger you find a rather tasty looking tank. Untortunately, while 
you're in there another arrives outside and waits for you to emerge. 





» 
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When it comes down If you want to get to Now we're talking power. No- 
to it the only transport another island sometimes ona messes with the tank, and 
you can really relyon you're going to have to be — if they are mad enough to then 
is your good old feet. prepared to get a little wet. Its gun will soon take them out. 
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You aren't a total psychopath and in the midst of all the action you stop to sniff a beautiful 
flower betore driving off to run down yet another enemy soldier. 








A lovely little rabbit jumps around the landscape with his cute little tail bouncing away, and 
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then all of a sudden a lunatic driver mows him down in cold blood. 


your mission in some way or 
another, But not everything on the 
island has been put there by the 
enemy. Rabbits and ducks roam 
freely without a care in the world, 
or at least they used to. 

Great care must be taken as 
you race around the island in your 
souped up jeep or you might just 
squash one of the poor animals 
and consequently receive quite a 
heavy point reduction. Of course, if 
you've got a particularly vicious 
streak in you, you can even take 
pot shots at the seagulls that fly by 
every now and then. 

But whatever you decide to 
shoot or do you'l have to do it 
quickly because you're constantly 
working against the clock to com- 
plete your mission, and you won't 
get any sympathy from the hierar- 
chy if you're late! 

So put on 
your camo suit and 
go and kick some 
enemy butt before 
they kick yours. 





In case the maps of the islands aren't 
detailed enough for you there are some 
handy viewing devices that can be found 
and then launched into the air to give you a 
bird's-eye view of the landscape. 





Inside one of the houses you come across a map of the surrounding islands. Once used it 
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D: When you stumble upon a building il's best to go inside and see if there's anything of 


importance. There's usually something to collect. 
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Stays displayed on the screen so that you can see where you're going. 





if you thought you had seen some decent 
interactive fractal landscapes wail till you 
get a load of Hunter. The graphics are really 
good with quite a lot of detail but it's just so 
fast, and when you're in the jeep It's unbe- 
lievably fast. The game itself is brilliant as 
well, and it takes quite a while to search the 
whole landscape. Even the little things like 
the rabbits just begging to be run over add 
to the game. All in all Hunter is a tip top 
product that will sell a storm when it even- 
tually hits the streets. 
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Each time you collect an item it is popped into your inventory until you are ready to use it. 
There are plenty of empty slots so don't worry about getting overburdened. 
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THE HUNT FOR THE 
ACTION BUILDING 


Hunter is far from an easy 
game to complete, but this is 
not totally down to the enemy 
forces. With only a little time to 
complete your mission you 
have to search a very large 
group of islands that hold all 
sorts of different things. 
What we want you to do for us 
is design a map of the Amiga 
Action building (complete with 
our desks in their tiny little cells 
with no windows) and what you 
think it should look like. Try to 
be imaginative, and considering 
that we're the ones who have to 
choose the winner of this amaz- 
ing game try to make them a lit- 
tle (or a lot) humourous 

The winner will receive a 
copy of Hunter when it's 
released and fame by having 
his or her name printed in the 
famous And Finally column 
along with the other members 
of the team who are having the 
mickey taken out of them left, 
right and centre. 


Send your entries to: Amiga 
Action Hunter Compo, 
Europa House,  Adlington 
Park, Macclesfield, Cheshire, 
SK10 4NP. 


ma 
mas 
N 
SEEN 
[6110813 
€OOo0 i o 





FUEL! 


A huge artillery gun is positioned on top of the hill shooting at any vehicles that you happen 
lo drive too close to it. The quicker you get rid of this the better. 
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HUNTER 


Who could forget the traumatic developments in the 
Crossroads Motel when David Hunter got shot? David Wilson 
thought he’d never get over it, till he got hold of a copy of 





ver fancied yourself as 
as the Log Lady? 
mean, you 
don't watch Twin Peaks?!) 
Anyway, you'll need one of 
these rather corking designer 


map highlighting your position 
and a list of locations. Click on 
one of these and it'll be shown 
on the map. In the full-blown 
adventure game, you won't 
actually be told your ultimate 
objective. Instead, you'll be 
given the location of a contact. 
Make your way to him, bribe 
him if necessary (it usually is) 
and he'll tell you the co- 
ordinates of your next contact 
or useful item. Now you can 
input these into your log using 
the ‘Add Item’ function. Oh, 
and when you return to the 
game screen, you can 
superimpose the map with 
both your location and your 
destination highlighted. 


PUBLISHER 


FORMAT 
RELEASED 
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Activision's Hunter, that is. 
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have boarded a armoured car 


ARNING 


You are low 


on fuel 


Thousands of miles of terrain to drive freely over, and you manage to park 
your car underneath the tracks of a rather large tank. Ho hum. 


re you a free spirit? Do you 
rage against the confines of 
totally linear gameplay? Do 
you rebel against the dictates of the 
one-way scroll? Then how about 
one of those games where you have 
complete freedom of a little 3D 
vector world? A world with over 
half a dozen modes of transport at 
your disposal - a world populated 
by rabbits, sharks, bulls, ducks and 
sea gulls (as well as bad guys) and 
a veritable arsenal of weaponry 
with which to kill ‘em! How does 
that sound to you? And do you like 
games from Activision that begin 
with the letter ‘H’? If so, then you'll 
love Hunter. 

Not only is it one of the incredibly 
tantalising bits of this month’s cover 
disk - and the subject of a two page 
Under Wraps back in January’s 
ZERO - but it also happens to be 
pretty dashed fab. 

Within your 3D world of islands, 
Hunter offers three separate game 
types. There’s the Mission Game 
which consists of a series of single 
missions of increasing complexity; 





an Action Game which gives you a 
list of enemy things to blow up and 
a set time in which to do it (hence 
assuring you loads of er... action); 
and finally the Hunter Game itself, 
which includes elements of both 
other games. In the Mission and 
Action games you've got one life 
and a time limit in which to 
complete your objectives, whilst in 
the Hunter Game you'll have several 
men at your disposal. (Quite useful 
if you're a shandyman.) 

In every game you must first pick 
up your log book - a sort of 3D 
vector Filofax that’s indispensable in 
your missions - before hopping over 
to the Stores to tool up with 
weapons, You can either pick the 
weapons you need manually, or 
avail yourself of the user-friendly 
‘Auto Arm’ option. Oh, and if you're 
playing the Hunter Game and your 
lead chap gets killed, you start 
again near your home island - in 
other words, you have to find his 
grave so you can collect all the items 
he was holding before you can go 
any further. 


From the 
moment | saw Hunter, 
I knew it was my sort 
of a game. It reminded 
me at once of the 
classic Carrier 
Command. loved the 
idea of controlling your character with 
freedom to travel around the various 
locations, using the various means of 
transport and going into buildings 
without so much as a 'by your leave’ 
Hunter definitely fulfils this promise 
Although, the pace isn't exactly frenetic, 
the challenge is there in various 
different forms 
In the Hunter Game, the theme is of 
an adventurey nature as you find 
different people, bribe them, and/or 
follow their directions to other contacts 
or items — which in turn may come in 
handy when it comes to convincing 
them to talk to you. (Whatever 
happened to a loaded Magnum .44 
pressed to the temple?) Although 
there's a save game option, I found it 
rather frustrating that if you 
accidentally destroy a contact or itern, 
you more or less kiss goodbye to your 
chances of success. Still, you learn by 
your mistakes 
Though the sound isn't brilliant, it 
still manages to be quite effective - for 
example, when you jump out of a 
moving vehicle and it motors off into 
the distance. The graphics are rather 
nice as well, if slightly flawed. There are 
several glitches and frequently your 
character or his vehicle seems to be 
suspended in mid-air. Mind you, this 
can actually work in the game's favour 
on occasion, for example when your car 
is racing over hilly terrain and it seems 
to bounce off the ground - fine, till you 
come to a halt and you're still two feet 
above terra firma! 


There are many HASSLE 


features of Hunter 
which make it a special FACTOR: 
game - the different Norra lot. 
means of transport, the 
way you can outfox the bad guys by 
leaping from moving vehicles, or even 
by wearing an enemy uniform! But 
ultimately, though | like Hunter a lot, it's 
not as slick as Battle Command, and 
consequently suffers. Still, it's a 
commendable effort and well SP 


worth checking out. 
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An innovative addition to 3D 


vector games and to arcode 
adventures too. Hurrah! 





ello, I’m Prince Philip. 

Although I’m 

chairman of the 
WWF, I quite like shooting 
things. (It’s okay as long as 
you eat them.) Let’s take a 
look at the sport in the 
Hunter archipelago... 


2. Equally useless on the 
endangered scale, the bunny’s sole 
redeeming feature is the satistying 
way he explodes when hit with a 
bazooka shell. Tricky to hit but a 
handy tip is to hop into the water 
and shoot from ‘sea level’. 





endangered enough for my liking, 
bovines add a nice elomoent of 
danger to our noble sport, 
because the ones with horns are 
liable to charge at you. For an 
extra skilifiul bag, why not 
exploit this tendency by leaving 
land mines in their path before 
enticing them to charge? Rare 
rump steak, anyone? 


4. Tricky blighters, these sea gulls. 
Mainly airborne, they pose a bit of 
a stickler for your ropey gun 
elevation. Still, as they say, “what 
goes up, oh?” As soon as thoy 
alight, why not try a fow well 
placed rounds? Thoy*ll never dump 
on Royal headgear again! 


5. Right, now what olso is thoro for 
e to bag? Ooh look, there’s a 

shark! Lot's run it over in me old 

boat. Gadzooks! The tin tub sooms 

to sprung a bit of a leak... o 

looks like I’ve taken an early 

bath... nico sharkoy... 


FAIX 33 
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In the dangerous world of Fractal ^ NN E — —8 
Geometry, Paul Presley finds himself use to stay aive, as : i REE 


alone against the enemy. Let the hunt : : E Eleri 


begin... 

HERE'S NO PLOT. There's no point. Activision's 
latest is as straightforward as apple pie ... 
almost. One man, The Hunter, must undergo a 
series of desperate missions into enemy territory, using 
whatever he can find to help him. 

Actually, it's not quite as emotionless as all that, it's just 
that Hunter doesn't really need much of a plotto work, inthe 
same way that Realtime's Carrier Command didn't. 

There are three types of mission to choose from: a series 
oflinked demolition jobs, a simple action-packed battle and 
alongintensecampaign. Thenicething is that, providing he 
doesn't die or fail, the beginning of a new game sees the 
character continue from where he left off, at the same point 
in time and with whatever equipment he had left. 
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korning Form ore Ja dite au 
and hold onto your attention like a hungry | 
attacking a burglar. Your enemy's peso is 
remarkable if a little persistent: one soldier insisted on 
swimming across three islands in pursuit of my wind- 
surfer. The ever-present time factor makes for some 
interesting strategies. If you take a long route towards 
your objective in order to avoid missile launchers and 
so forth, make sure that you've worked out a good 
escape route. It's not ail flash graphics though, the 
sound too has been put to good use, alerting you to 
dangers such as missiles, a split second before you see 
them (and scaring the wits out of you). If thereis a sour 
apple in the barrel, the it's the foot combat. Aiming is 
not the easiest of tasks (the fact that your gun is in a 
fixed position doesn't help) and would have benefited 
from a crosshair or something similar. This isn't a real 
problem in vehicles as you're usually some distance 
from your target and have the time to aim well, but up 
close it's a wild battle. Ultimately it's the graphics that 
win the day, more often than not you'll find your: 
around the landscape, trying to shoot rab- 
bits (sorry, but it's true!), but if an attempt is made to 
e i ERN 
ment that's going to last at least until * 
arrives, that's when the real battle will e 
NOTHING GAINED and nothing taken 
T Hunter offers just as much enjoyment as its 
Amiga counterpart. The graphics are a little 
lighter and maybe not quite as detailed, but 
the difference is so negligible that you wouldn't notice 
unless you knew what you were looking for. 




















em 
inevitable happen in the near future — = we'll keep you 


ver sat down to watch a 

blood'n'bullets movie 

and found yourself 
screaming at the hero to sin- 
gle-handedly take on the 
combined might of the enemy 
forces with his pop gun, wipe 
out their impregnable installa- 
tions with a single grenade, 
free the hostages, and save 
the day? Hunter, the long- 
awaited 3D epic from 
Activision, puts you in this 
one-man-behind-enemy-lines 
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cliché and allows you to run 
riot where Schwarzenegger, 
Stallone and Chuck Norris 
fear to tread. 

The Hunters of the title are 
an elite band of troops who 
make Lee Marvin's Dirty 
Dozen look like a bunch of 
wimps. A Hunter's job entails 
going deep behind enemy 
lines, blowing up strategic 
installations, assassinating 


key military figures, and caus- 


ing general mayhem. As one 


of these super-troopers your 


mission is to take on a power- 


ful invading force, 
single-handed by using what- 
ever equipment you can get 
your hands on. 

Each mission starts off at 
HQ, where you're given your 
orders. After that it's off to 
your hut to collect a map, a 
log book to keep track of mis- 
sion targets, and a couple of 
Aerial Observation units. 
When activated, the latter 


x 050 
-¥Y 130 





zoom a couple of hundred 
feet into the air and beam 
back a map of the surround- 
ing area including positions of 
vehicles, buildings and peo- 
ple. Most buildings are civilian 
bungalows which contain little 
of importance. Hangers, on 
the other hand, often contain 
vehicles and assorted sup- 
plies. And, as with the real 
thing, powered transport 
requires fuel, and without a 
couple of cans of four star 


Forget the jeep, your best bet is jumping into a tank. After all, a 
jeep's no good for storming an enemy building, and a tank will 
stand up against the enemy fire with more chance of survivial. 


MOTOR-VATION 


There’s nothing stopping our 
hero from walking every- 
where (apart from on the 
occasional river), but its 
time consuming and very 

tedious to watch. To speed 
things up, a variety of vehi- 
cles are included. Cars, 
jeeps, lorries and ambu- 
lances are all fast and you 
can roll down the window to 
lake pot shots at enemy 
troops. Guaranteed to deal 
with traffic jams are tanks, 
which come in two varieties. 
Also, if you can’t be bothered 
to change from boat to 
wheels when you hit dry land 
you could try finding a hover- 
craft, which can go over any 
terrain. Finally, fly boys can 
try helicopters while 
environment freaks can 
settle for push bikes and 
windsurfers. 





mu 


you could find yourself with- 
out a ride. 

Enemy vehicles are often 
the most convenient way to 
attack a target, especially the 
tanks which have large 80mm 
guns which can destroy any- 
thing with just three shots. 
Naturally, the enemy are wise 
to your appropriation of their 
equipment and many islands 
are littered with tank traps, 
land mines and computer- 
controlled rocket batteries. 
Even your helicopters aren't 
immune to enemy defences, 
and tracer guns blast hun- 
dreds of bullets into the air 
every minute whilst the 
deadly SAM batteries are 
always active. Control of land 
vehicles is very simple, using 
the forward and back direc- 
tions of the stick to accelerate 
and brake, and the respective 
directions turning the vehi- 
cles. What is lacking, though, 
is a reverse gear, which 
would be very useful for faster 
evasive action. Also, control 
over the choppers is made 
slightly harder with a combi- 






Your mission always starts with a 
briefing at HQ. One mission has you 
infiltrating the enemy lines before 
blowing up forts, communication 
centres and fuel dumps. Another 
one requires selected targets to be 
blown up within short time-limits. 
Finally there's the Hunter mission 
where the player must journey 
across the land and assassinate the 
enemy general. 
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The enemy army aren't going to 
capitulate under a barrage of 
harsh language, so the first stop is 
the armoury. Tool up with the 
latest hardware such as a rocket 
launcher, explosives, grenades, 
bombs, Air to Surface Missiles and 
Surface To Air Missiles. 


Eme BA 3C ME 
Hunter's many modes of transport 
vary in their effectiveness. Boats 
are fine, but if you really want to get 
somewhere you're going to need 
some wings. Helicopters come in 
two forms: heavy duty ‘copters are 
slow, can't fly too high but can 
carry 100 pound bombs. Attack 
choppers are fast, can fly higher 
than Surface-to-Air Missiles and 
carry Air-to-Surface Missiles. 


ETT . na si- 
" = bias T 
You've reached your first objective 
and it's well guarded. If landing is 
too risky you could always attempt 
a midnight parachute drop (this 
also earns you bonus credits when 
the helicopter runs out of fuel and 
crashes). 





Your first target. Coax the old man 
into giving you info on the where- 
abouts of your next contact. If you 
don't get any messages here you're 
on your own. It also pays to be cau- 
tious if you're in a vehicle near an 
informant's house. One stray shot 
from a tank and your mission will 
be scuppered. 








nation of forward and fire 
increasing lift, and a reduction 
in thrust needed before the 
beast can start moving and 
killing. Points are recorded in 
the form of credits, and every 
time an enemy soldier, vehi- 
cle, or installation is blown up 
you get paid for it. However, if 
you blow up civilians, their 
property, or wildlife (yes 
there's flora and fauna in the 
shape of flowers, bulls, rab- 
bits and birds), a fee is 
deducted from your account. 
The graphics are consis- 
tently good throughout. 
They're colourful, contain a 
nice amount of detail and 
don't slow down when the 
screen becomes cluttered. A 
few more frames of animation 
would have been nice for the 
main character and some of 
the animals, but this is proba- 
bly only noticeable to haggard 
old computer journos. 
Throughout the game your 
ears are assaulted with a bar- 
rage of sampled explosions, 
growls and the odd seagull 
squawk, which is easily 


The maps only shows 
your position, but the 
Aerial Observation 
Units will spot the 
enemy bases and 





silenced by well-aimed heli- 
copter rotor blades. Apart 
from being big, Hunter is also 
incredibly absorbing. 
Although the missions have 
time-limits there are no con- 
straints as to how you must 
complete them, and this flexi- 
bility is severely lacking in 
past attempts at accessible 
3D games. If this had to be 
categorised, | suppose I'd call 
it a thinking persons 3D shoot 
'em up. Whatever it is it's 
good and you should defi- 
nitely check it out. 


Mark Patterson 


ACTIVISION £29.99 


G One of the best twists 
within the 3D genre. y 


89% 
84% 


GRAPHICS 


SOUND 
LASTABILITY 89% 
PLAYABILITY 90% 


OVERALL 89% 





ictue a sold 3D 
game hero who 
| roams around a ‘real 
A environment, who can 
search buildings for life- 
* saving kit, commandeer 
vehicles and also be 
killed by the local wildlife, 
i Hunter is just such a 
hero, letting you experi- 
ence an espionage battle between 
the heroic greens and the evil reds, 
at firsthand. 

The Hunter you control is a 
polygon guy; a Max Headroom 
figure with legs. The joystick sends 
him scuttling around a 3D land- 
scape simply by pushing it in any 
direction. Then, using a mouse- 
summoned menu, Hunter can 
gather any useful kit that he finds, 
be it a map, satellite reconnais- 
sance, gun, cash or food. 






Vehicles and buildings litter 
Hunter's island home. These mold 
the action, arcade style, of 
wandering destruction with more 
traditional adventure modes. 
Hunter can talk and give any recov- 
ered objects to the folks that he 
meets to buy information about 
where he should head next 

When Hunter discovers a 
vehicle, all he need do is walk into 
it and push the joystick forward 
to start the engine. Hunter then 








SAAS 


A successful Hunter travels fast. In the game a vast array of vehicles are all waiting to be driven from A to 
B destroying as much in between as possible. Two of the best are the tank and attack chopper. Both have 
their own armoury, which can deliver a powerful punch. They are also targets for Red's missiles though! 





drives the vehicle wherever you up to the doorway and appears 


want him to go. Jeeps, hel 
copters, tanks, hovercraft, 
rocket-boats, bikes and sail- 
boards can be found all over $ 






the world. Some are vital com- 5 


ponents in the missions he has ~ 
to fulfil, some are superfluous, but 
still fun 


Buildings provide the game with 
adventure overtures. Hunter's main 
mission requires the location of 
special objects in a certain 
sequence, which once retrieved 
are either given to characters or 
used to complete a specific task. 
All these are hidden in buildings 
scattered throughout the land. 
Others must be destroyed. To 
enter a structure Hunter just walks 





inside. No blank polygon 
rooms here, each has a 
theme; churches have altars 
and houses occasionally fea- 
ture working washing 
machines. The objects are 
always obvious and easily 
retrieved by walking into 
them. Automatically stored in 
the inventory, they are then used 
by accessing the menu 

A neat world full of exploration 
with a 3D ‘sprite’, does not essen- 
tially make a great game. Hunter 
backs up its construction with 
three different styles of play: 
action, missions or the main Hunter 
adventure itself. Action randomly 
scatters vehicles, buildings and 
folks around the map with Hunter 
set loose on a destructive points 


Ah, it's Mr Reaper from the village! Yos faco-to-face with death, and 
what do you do? He's immune to bullets, bombs and missiles, but 
surely if you could kill death, then... philosophical answers on a post- 
card please to Kant's Corner, Huntor Land, by the end of the month. 
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HUNTER 


hunt. Missions set Hunter one 
specific task which he must fulfil 
inside a time limit. The main Hunter 
game is a developing story that is 
initiated with the order to bring 
back 'one generals head' The 
main mission is a long contrived 
trial, with many twists and turns 
Leads have to be followed, their 


The success of Hunter is initially 
dependent on the 3D system, if it 
didnt stand up then the game 
would inevitably fail. 


Occasionally routes are ‘invisibly’ 
blocked, but they are never sealed 
off. Getting out of vehicles does 
locations noted in the log, the cor- prove irritating as a wide berth is 
rect munitions collected and required so as not to accidentally 
Hunter kept alive. Enemy uni- = re-enter it. The advantages of the 









forms are vital if Hunter is to vehicular movement easily out- 
avoid being shot, although this weigh these slightly longer 
doesn't help him run the| walks; it's fun leaping from 


MW tanks to hovercraft and to 
choppers. And as a games sys 
tem, Hunter is strong. 

i The effectiveness of the 

Hunter ‘engine’ means the plot 


becomes the focus for the player. 
it's complex, filled with clues all 


gauntlets of missile launchers | 
in both aircraft and boats. J 
Death is fatal (!) at sea as all of 
Hunter's possessions are lost. 
If he croaks on dry land how- 
ever, then a  graveside 
retrieves all he collected. 


visit 





When faced with a lake and no boat the only way to span the gulf is to 
swim. It is slow but dangerous as the waters round here are shark 
infested. The fin-folk creaturos swim into you causing collision dam- 
age. This attack also sinks injured boats, so beware of Jaws. 


pulling in different directions, and 
Hunters’ must prioritise them using 
hindsight and guesswork. The char- 
acter interaction is limited because 
you have no power over what is 
said. This is neatly by-passed with 
the introduction of trade to the con 
versations. Some people only tell 
you what they know when you have 
met the right people, in the right 
order, given them the right object 
and are wearing the right uniform. 


The clues are only part of the 
story, because getting where you 
want to go can prove a major 
problem. Boats are fast and 
manoeuvrable but prone to off 
shore missile attack. Helicopters 
are dangerous beasts to land and 
fall victim to antiaircraft fire when 
fying low. Laziness can cost a 
Hunter his life, as walking and 
swimming is far more secretive 
than taking the car 

Hunter is very, very, different; 
supplying a fresh gaming perspec- 
tve. But the world, for all its 
curious contents, is small — albeit 
different for the three styles of 
game. A brave Hunter can have 
visited, if not fully surveyed, each 
island group in a few hours. The 
puzzles may not have been solved, 


GREENS ARE NE 


Hunter is certainly not a dull 
wander-about-em-up. You get to 
Shoot people too! Hunter is always 
armed with his trusty gun which 
curiously, but effectively, fires from 
the centre of his chest. But, and 
this is a big but, he gets many 
more exotic firearms with which to 
injure himself and others. As many 
of the action missions only deal 
with the demolition of different 
enemy installations, he is forced to 
use a lot of big-bang material 


— pick them 
from the menu, drop them with the 
fire button and run away as fast as 
possible. They destroy most things 
except, strangely, washing 
machines. So next time nuclear 
holocaust threatens hide yourself 
away in a Zanussi! 
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Not so much a meeting of minds as a hello to arms. This red trooper however can be bribed to reveal the 
location of a chopper, using the 'Talk' and 'Give' function. The other way to find transport is by using the 
ariel reconassiance satellite it shows what is lying around the surrounding area (see inset). 


but the surprises are spoiled 
Hunter is a bold step forward. The 
graphics are blocky and the anima 
ton occasional dubious, but 
these are necessary evils in such a 
'game engine’. Hunter is both a fun 
exercise in 3D frolics and a chal- 





— these 
little doozies require a vehicle, 
tank, helicopter or whatever. They 
are shot or dropped on the enemy, 
clearing a: path for later exploits. 


A captured tank gets serious with a flag-waving red bunker. This is 
the second shell strike and the buillding is as they say already history. 
This is an easy way to earn points in the action game which supplies 
a number of primary targets, but doesn't mind freelance efforts. 


lenging adventure game, It does 
exhibit some rough edges, which 
hold it back, but the freshness of 
the approach and the humorous 
design make Hunter a game well 
worth checking out. 


VER OUTGUNNED! 
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these are inaccurate, but pokey, 
and can total buildings with ease. 
To fire just point the big 'H' in the 
right direction and let it go 


| VERDICT | 


Stunning 3D system is 
used to create a very 
original game. 

Three different styles 
of play; action, solo 
tasks or a deep dark 
adventure. 

Small 3D world can 
quickly be explored. 
3D occasionally gets 
glitchy. 

Fast but tense, blend- 
ing arcade and 
adventure modes. 
Over 15 vehicles to 
drive and crash. 





Racing around in the helicopter is the easiest way to travel. Getting 
airbourne is no problem, as is avoiding the flak, however getting the 
bird back on the ground is tough. Luckily Hunter can also just leap out 
and use his parachute to float safely back to Earth. 
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| wondered lonely a yd, or something like that. Anyway Ahh, nice of HQ to lay on transport like this. Noth 
there's no time fo ng — there's o war on you ow ke nicking the Generals car to get you ir 9 I m 
ven you hear that a dicta not want to risk a full-scale military ire one of a new breed of dier 
cked by a huge army counter-attack just yet as the casualties trained in undercover work and all 
has invaded a small terri- would be unacceptably high forms of combat. Chosen to under- 


tory you 


| may start to think, uh oh, they 
didn't take long to make a game out of 
that! Indeed, it does sound very similar 


to what a certain person did to a cer- 





tain country not so Jong ac 





But before the accusations begin 
about cashing in, let me say that 
Hunter was formulated way before any 
thing happened out in the Gulf. Hunter 
comes from the revamped Activision 
This month sees them stag ng a come- 
back the likes of which would make 
even George Foreman think twice 

Just a matter of months ago it 
looked like Activision were to be a 
name of the past, another of the glory 
boys who couldn't quite hack it. Well 
just to prove everybody wrong, they've 
returned. With The Disk Company in 
France at the helm, Activision are back 
in business and out to impress 


In Hunter, a small but strate 





gically 
mportant group of islands has been 


nvaded by an army of some consider 


able strength. Your commanders di 


A lonely drive in the country not o Granada 













So they decide that intell the 


heart of enemy territory 


Lake 


missions deep in the 


gence gathering, sabotage you 


and small attacks are the find yourself working alone 


way to weaken the enemy behind enemy lines where 


enough before attemp 





you have to keep your wits 


further escalation. This about you just to survive, let 
where you come alone complete your mission 
in. You and make it back home 


WENNET A UB: hunted dov 
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lishe clivision Price: £29.9! 





service stotion in sight. I 





this house for a you- kn what 
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for tart 


e you Start each mission are 


YOU art 
given a briefing by your superiors in 
which they tell you what you have to 
do and h 





yw long you have to do it 

This ranges from a couple of hours 
to a couple of days - not real time I 
might add. After that you'll have to pop 


off to 





Ye stores to fill up your kitbag 


and away you qo 


One of the things which makes 
Hunter so damn addictive is that 
=- i 


con fit loods more in my kit bog 


and the thing weigh 





n already 


Can anyone see o porter onywhere? 


Ah a doddie! Eight days to cause this much carnoge 


regardless of which mission you are on 
there are no restrictions, apart from 
time, over how you do it. You can use 
whatever transport or equipment you 
like. This sense of freedom allows explo- 
ration and experimentation over trans- 
port and equipment mixes 

For example a typical mission could 
90 like this. Exit briefing and go to 
stores. Fill up kitbag and grab ammo 
Jump in the car and head to the 
church. Nick the vicar’s bike and go to 
the boat. Sail over to the next island 
and jump in the helicopter 

Then fly over to enemy territory 


The limited use of colour 
doesn't detract from the 
game in any way, in fact 
it adds to the atmo- 
sphere, especially at 
night. The different vehi- 
«les are wonderfully 
drawn and look really 
good when in use. 


The game is let down 
badiy by the sound 
There is no in-game 
music at all, so you have 
nothing to listen to on 
those long walks with no 
transport. The effects are 
limited to a few different 
blasts and some engine 
noises. 








Gameplay — 
Hunter is in a class of its 
own as far as gameplay 
oes. Loads of missions 
anging from dead easy 
o outrageously tough. 
th so many variations 
ssible no two games 
ed be alike. If you buy 
; other game this 


month, buy Hunter. 





no problem 


Land and raid some enemy buildings 
Wear an enemy uniform and start talk 
ing to enemy soldiers. Nick an enemy's 
car and run him over. Then find your 
mission objective, blow it up and still 
be home in time for tea and 
Neighbours 

Or it could be completely different 
that's the beauty of Hunter, so long as 
it’s within the time limit anything goes 
There are heaps of different modes of 
transport but each has its own prob- 
lems — just try controlling the helicopter 
when it's at maximum thrust! 

On completion of à mission you are 
awarded a bounty for your efforts - but 
if you don't like chocolate they'll give 
you money instead 

Hunter is very addictive with tons of 
missions, each requiring different skills 
and each like a game on its own. Try 
the last mission where you have to 
assassinate the enemy leader and bring 
back his head — great fun 

You can do the job quickly and wan- 
der about the islands for a while sight 
seeing. Everything you do has à 
knock-on effect. If, for example, you 
blow a radar tower in one mission it 
won't be able to detect you on any 
later missions and any soldiers you take 
out stay dead 

The graphics are 16-colour solid 3D 
with the game viewed from an inde- 
pendent perspective, and the controls 
are easy to master 

If this is what we can expect from 
Activision in the future then it looks like 
they're back with a vengeance. Just 
watch this one zoom up the charts 
when it's released at the end of August 

Fred Reagan 








Port of your specialist training wat obviously in howse-breaking, and this time it reaps rewords 





Thot monument must need some close-up examinotion, or maybe I should t blow it 





The vehicles have a nasty habit of running out of fuel so 





make sure you raid o dump somewhere for some more 
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Just popping into the sea for a dip. No pollution problems here, but watch out for sharks 
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Les Ellis, the last 
true hunter, goes to 
France in search of 

Activision 


ou may have noticed the 
lack of Activision products 
over the past few months 
This is due to the financial 
difficulty that they fell into last year, 
which resulted in them closing their 
UK offices. The licence for distribut- 
ing Activision's games in Europe has 
now gone to a French outfit called 
The Disc Company. These forward- 
thinking French people hope to 
release all the products that were in 
development at the time of collapse, 
and design a few new ones in the 
process. Hunter is probably the best 
known of the games in progress, and 
after much anticipation now sees the 
light of day. 
Hunter is an action adventure 
using 3-D polygon graphics to create 
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Just becouse you con run over ducks doesn't 
mean to say Hunter isn’t a graen game. In 
foct there is very little else os you walk oround 
the landscape. Walking is too slow, so it is 
best to find o vehicle that is unoccupied 


the habcophes os fs he fortes of he lt 


an immense world of small islands 
Throughout this archipelago are vari- 


ous objects, buildings and people 
who create an area to explore and 


interact with. It is within this area that 
your commanding officer instructs 
you to carry out missions against an 
enemy force, 

The group of islands has been 
taken over by a tinpot dictator who 
has installed military bases on all the 
islands. Obviously, he can't be 


The Hunter hos now become fu hund RAZE AUGUST 1991 





allowed to get away with this, so you 
and a few loyal army buddies set up 
a small out-station from which you 
can plan your covert activities 

As the best-trained and most 
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At the start of a mission you are 
given a comprehensive briefing 
telling you what you have to destroy. 
where you can find information about 
your target, and how long you have 


DEPARTMENT OF TRANSPORT 


Some of the methods of transport found in Hunter... 
Car - Found mainly on friendly islands; quite fast and easy te control. 
Ambulance - Great tun for doing jumps over hills; found in the hospital (obvious: 


iyt). 


Boat - Used to travel between islands; saves you having to swim. 
Bike - Found all over the place; slow but never runs out of fuel. 
Helicopter - Tricky to land but very quick; normally found near flags. 
Tank - Very tough but slow; useful tor destroying targets. 

APC - Not as tough as the tank but still useful. 


experienced of the group, you are 
chosen to depart on several small 
missions which will hopefully destroy 
the dictator's infrastructure. With the 
oppositions forces in turmoil, you 
can then send in a larger force to 
finish off the aggressors 
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to do the job. If you return to head 
quarters within the set time, you will 
gain a special money bonus. The 
missions can range from taking out 
military installations to an audacious 
attempt to abduct and kill the enemy 
leader 


The borbery eopard wen lou seen n 1922. 9 a now presumed extinct 


During the course of a mission, 
you will come across many items 
scattered around the ground. Some 
of these are useful, while others just 
take up extra space in your kitbag. 
It's best to pick up most things at the 
beginning, but as you progress you'll 
learn the importance of some objects 
and ensure that others are avoided to 
save time and energy 

Walking around is a time-consum- 
ing (not to say, boring) process, so 
dotted around the landscape are vari- 
ous vehicles which can be "requisi- 
tioned” for your use. There are untold 
delights in nicking one of the many 
modes of transport — like a luxury car, 
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ANANASSA 


The map is an essential aid to your mission 
The first few stoges of any mission ore sel out 
in the log and can be transferred onto the 
map so ross ardt ai rad, 
go. How you get there is up fo you. How 
about a nice leisurely ride on a bike, or 

maybe a tonk is more to sir's liking? 


ambulance, helicopter or even the 
vicars bike - and much of your 
game time can be spent doing just 
that. Sometimes it’s just fun to ride 
around, but other times you will need 
to know where a vehicle is to be 
found and use it for a specific pur- 


linear and can be completed any 
way you like. After all, this is war and 
no-one cares if you run down a duck 
or take out a seagull. There's even a 
bull to get, although attacking it on 
foot is not recommended. 

Hunter is à huge game that uses 
solid 3-D graphics to great effect. 
Quick looks at the game will make 
you wonder whether there is any 
game behind the flash exterior, but 
anyone who devotes a few hours to il 
will find out the delights beneath. 
Prepare to be completely hooked: 
the Hunter's coming for you 


ATARI ST £29.95 o uate ave 


GRAPHICS 82\ 
A Lack of colour. 
g Characters are varied and well animated. 


SOUND 60: 
J ie game musc would have been soothing 
4. Lively blasting and vehicle noises. 


PLAYABILITY 90% 
g Loads of non-linear puzzles. 
* Ensy to got into; very addictive. 


ACTIVISION 88% 


£29.95 @ LATE AUG 





SCREENPLAY 


your mission left, you still 

haven't found the General and 
your lumbago is playing up again. 
Do you give up and go back home 
for tea and toast, or act like a real 
Hunter, rip off all your clothes, 
smear your body in mud and run 
bellowing into the night? 

The plot of Activision's newie 
might sound vaguely familiar to any- 
one who's played Carrier Command. 
As the Hunter (no names, no bag of 
crisps) it's your job to single-hand- 
edly sabotage the enemy's installa- 
tions scattered around an archi- 
pelago of islands. These islands are 
full of buildings, vehicles, enemy sol- 
diers, defences and seagulls. 

There are three different sorts 
of game you can tackle, depending 
on your strategic leaning. The "Mis- 
sions" section gives you many differ- 
ent separate missions to carry out 
within a specified time. You might 
have to destroy three fuel dumps by 
1300 hours, for instance, before 
returning to HQ for the next mission. 

The "Hunter" section gives you 
one main objective to be carried 
out, but there are many different 
smaller tasks involved in achieving 
that goal, such as finding medicine 
to heal a wounded prisoner who 
then tells you the location of the 
General, and so on. Finally, "War" 
plunges you into the thick of things 
by giving you many timed objectives 
- including the destruction of the 
enemy HQ - with the full might of 
the opposition against you. 

There's plenty of kit around to 
help you, if you can find it. Items like 
sub-machine guns, flares, a map 
and timed explosives are vital for 
your mission, and with an inventory 


fl ts dark. You've got four hours of 





Take a pinch of heroism, add a dash of courage, throw in 
some stealth and what do you have? It’s either a nasty 
stain that can only be removed with Fairy Liquid and warm 
water or a Hunter. Ed Ricketts opts for the former... 





E Hunter puts you back into that familiar role — a hardened mercenary out 
to take on the enemy with just a severe haircut and some sturdy boots 


capacity of 30 items you've more 
than enough space. 


EFFECTS 
The 3D view you get of the islands 
is excellent. The hills, buildings and 
vehicles are all portrayed with fairly 
simplistic shapes, as is normal with 
3D games, but the smoothness with 





E The stores are marked on the map 
for you. Here you can find a very 
impressive array of hardware, and this 
is the only place you can get some of 
the equipment. Click on the small 
question marks on the strip at the 
bottom of the display for a brief 
description of the item selected 








overhead (you can shoot them 
too); rabbits scamper about 
and run away if you try to 
catch them; and occasionally 
even fish jump onto dry land. 
Go to the edge of the map area 
in the landscape and what do 
you find? A huge white line 
enclosing everything, just as it 


which they move is excep- 
tional. In addition, when you 
enter a vehicle the "camera" 
zooms out slightly, giving 
you a real impression of 
depth as you buzz about 
behind the buildings. 

There are lots of nice little 
touches too: seagulls swoop 


HAVE YOU GOT IT IN A DIFFERENT COLOUR? 














There are many different ways to get E The simplest way to 
about in Hunter — anything from good get between islands is 
old-fashioned Shank's Mare through just to swim. But this 
sailboards and bicycles to choppers. has several nasty 
Naturally the faster vehicles are your disadvantages - even 
best bet if you're thinking of visiting Duncan Goodhew 
any enemy territory — if you're really couldn't outswim a 
clever you can even outrun the enemy missile, and you get 
missiles with some natty manoeuvring tired very quickly. 
Indeed, attempting to 
swim when you're 
E You might completely knackered 
not expect can easily do you in 
the bicycle 
to be very 
nippy, but W Although the small 
W The helicopter is your actually you sailboard is a pretty 
quickest way of getting just can whip bizarre (and somewhat 
about anywhere, but it's also about quite nancy) way for a macho 
the trickiest of vehicles to smartish. Hunter to get about, 
control. Taking off on a Plus there's it's not the weirdest. 
slope isn't recommended — the added There's a rowing boat 
dip the nose forward to lift E These boats are probably the commonest sort of attraction of for the taking, which 
off and you may just crash vehicle, being liberally scattered round the islands, not needing has roughly the same 
into the ground. Result? A and very nippy they are too - plus they come with a to refuel it advantages as the 
surprised Hunter minus one handy gun attachment. The jeeps are useful on land, every ten bicycle but tends to 
very useful chopper but strangely enough aren't much cop in the water minutes tire you out more 
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SCREENPLAY 


GET COORDINATED! 


Hunter is one of those games that uses map coordinates to tell you the 
whereabouts of important locations. This usually means scribbling the 
numbers down on a bit of paper, which you then lose and find two weeks 
later after it's been washed twice because you left it in your shirt. Not 
any more, luckily, because Hunter has an obvious but effective solution. 


E When you want to mark a 
location, go to the Log Book 
=m] which you usually find very 
near your starting position. 
Click on Add Item, type in the 
label of the item and its X and 
Y coords. Then whenever you 
click on that label, that point 
is highlighted on the map. 
Why didn't I think of that? 


E There are many buildings about in Hunter. Some look mightily impressive from 
the outside and yet hold nothing at all, while other seemingly innocuous 
peasant huts can hold some strange and wonderful things. For instance, where 
would you expect to find a hungry Green Monk? In a tree stump, of course 


appears on the plan map. It’s 
touches like this that make the 
game a joy to play. 

The only disappointing effects 
are the Hunter's movements — when 
he walks it looks as though his arms 
have been nailed to his body — and 
the explosions, which look like huge 
flowers. Audio effects are sound 
chip only, and are restricted to spot 
effects such as seagull cries, the 
swish of the sea and explosions, but 
on the whole they're very effective. 


VERDICT 

Hunter is really very enjoyable to 
play. You can have enormous fun 
just wandering around, searching 
the buildings and zooming about in 
jeeps and the like, but when you 
want to get serious you find some 
hefty challenges awaiting. Luckily 
there's a save game option that can 
be accessed at any time, and you're 
often going to need it. 

There's a real atmosphere to the 
game too - it's possible to get gen- 


W If you need an overall view of the 
island you're on, send up an aerial 
observation unit. This gives you the 
locations of everything of interest in 
the vicinity. Be warned, however - you 
only have a limited number of these 
and although more may be found, 
you'd be wise to use them sparingly 


uinely tense when you're gingerly 
traversing a minefield in the middle 
of the night with just the sighing of 
the sea in the background. There's a 
marvellous feeling of freedom, of 
being able to do almost anything 
you like — such as jumping out of 
vehicles before stopping them and 
watching them go whizzing off into 


E When it gets dark it's a real job to 
make out anything - even the control 
panel — so use those flares you found 


Wi Move the cursor into the playing 
area to reveal your inventory. As you 
can see you're quite a sturdy bloke 
because carrying 30 separate items at 
once - including a sub-machine gun, a 
whacking great portable Surface-to-Air 
missile launcher and a nuclear device — 
seems to be no problem at all 


GRAPHICS 8 
SOUNDTRACK 7 
INTELLIGENCE 8 
9 
8 


the distance. Overall, Hunter offers INSTANT APPEAL 


everything you could want from a Masai el Ln BL EE CN 
game: huge amounts of gameplay, OVERALL 92% 
fantastic graphics and those insig- : Urs 
nificant but pleasing details that iiss Ta - 
give games a real polished look. jag 
You don't need to be a hunter g 
to know that this is a real find. 

ED RICKETTS 


Wi Encounter an enemy and he does more than just doff his cap and ask how 
the wife is. Unless you've found (and are wearing) the red uniform of the 
enemy guards he spots you a mile off and comes running (except he doesn't 
actually run) with his bayonet fixed and hatred in his eyes. Run away! 


issue 26-SEPTEMBER-91 


B 


ST FORMAT 61 













AMIGA 


BY ACTIVISION EUROPE 


£29.99 





— ee F a m Y 
UPDATE 
An ST version of Hunter has FE) handy for digitally noting down any useful discoveries. Vari- 
been completed and plays ous scanners are also available which help the Hunter 
exactly like the game seen keep track of the enemy (and himself). The most useful 
here. Priced at £29.99 it’s an item turns out to be the map. This can be superimposed 


essential purchase, and it .| over the main playing area to help keep track of your pro- 
should be out by August —— press. 


The start of the mission be- The nearest shed contains a A short drive takes the The stores screen itself! Sim- 
gins outside Allied HQ. The lot of the necessary equip- Hunter to the Allied Stores ply by clicking on "auto" a 
objective is simple: destroy ment. Maps. flares and scan- building. Most of your wea- nice selection of weapons 
the enemy base! ners are all here pons are collected here are instantly collected! 
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A ROOM WITH 
A VIEW 


AN forms Dundimmgs can ba 
entered and searched. and 
18 quite KEI (hal hey re oc 
Cupied Dy their owners if 
[hey re honest cn es vot 
can pump ther noma 
Bon olghtly more suspect 
folk might Succumb to a bit 
Diber. whist enemy sol 
diers fire on sight. On the 


ptus side. theres usually 
some kind of useful equip 


men! to be found nundinas 








The Hunter searches through a small bungalow. 














AERIAL 


OBSERVATION 


Send up an aerial observa 
tion unit to scan the immedi- 
ate vicinity for people, build- 
ings and most importantly, 
vehicles - essential if you've 
just been shot down and 
need to get somewhere fast! 


REAL-LIFE 
EXPERIENCE 


Just hke real-life, time 
passes in Hunter, so expect 
days to turn into nights and 
so on. Nocturnal activity 
comes in handy as the 
enemy tend to fall asleep 
and their SAM sites and 
tracer guns are useless 
Other authentic touches in- 
clude the presence of many 
forms of wildlife, including 
seagulis, rabbits and even 
bulls! Credits are taken away 
from the Hunter for any indis- 
criminate killing (and that in- 
cludes running over rabbits 
in your tank!) 


My jaw dropped when I first 

saw this at the Computer En- 

tertainment Show last year, 

and | was mos! dismayed 

when Activision took it with 

them as they slid down the 

pan. It's lucky that The Disc 

Company were there to save 

4 Activision and Hunter, and 

you Amiga owners should be 

eternally grateful because it's one of the most impressive 

arcade adventures you're ever likely to play. The 3D 

graphics are just superb and | love the little touches, such 

as the bulis, the bunnies and the vultures which circle 

overhead when your energy is running out. The variety in 

vehicles and scenery keeps the game interesting 

throughout, and the graphics really are great. This is a 

game ! could see myselt playing for hours (if anyone would 

let me) and all those missions guarantee you getting your 

money's worth. It's out in August, so make sure you ve 

saved the requisite cash by then because no self-respect- 
ing Amiga owner can afford to be without Hunter. 














Ausgestattet mit perfekten Kenntnis- 
sen in Informationsbeschaffung, Sa- 
botage und Sprengstofftechnik darf 
der Held von Activisions aufwendi- 
gem Actionadventure eine Reihe un- 
terschiedlich schwerer Geheimmissio- 
nen absolvieren. Schließlich hält der 
Feind eine strategisch wichtige Insel- 
gruppe besetzt, was unser Brötchenge- 
ber gar nicht gerne sicht! 





Der Arbeitstag beginnt, indem man 
sich einen der zahlreichen Aufträge 
herauspickt; davon gibt’s grundsätz- 
lich drei Sorten: die eher strategischen, 
die actionreichen und die ganz knüp- 
pelharten (Strategie & Action im Dop- 
pelpack, gewissermaßen). Von Natur 
aus vorsichtig, entscheiden wir uns 
erstmal für eine leichtere Übung, bei- 





Unterwegs 
im Hunter-Land 


4 





spielsweise die Sprengung « 

stimmten Öltanks. Nach einer 
en Einweisung geht’s auch sc 
Eingemachte - binnen 1 
muf) man die Ausrüstung zusammen- 
bekommen, zu der betreffenden Insel 
reisen, stórende Wachen beseitigen, 
den Tank mit einer Handgranate 
hochgehen lassen und schließlich 
rechtzeitig ins Hauptquartier zurück- 
kehren. Wenn das einfach ist, wie 
sehen dann die schweren Aufgaben 
aus?! Na, jedenfalls so, daß man etwas 
mehr Zeit für ihre Erledigung be- 
kommt... 

Damit das Agentenleben auch in der 
Praxis so spannend ist, wie es sich in 
der Theorie anhört, haben die Pro- 
grammierer für Hunter eine komplexe 
Abenteuerwelt auf die Beine gestellt: 
Die 3D-Insellandschaften bestehen 
aus Bergen, Bäumen und Flüssen, 
man kann sich mit der örtlichen Bevöl- 
kerung unterhalten, und in den sehr 
abwechslungsreich gestalteten Gebäu- 
den findet man Landkarten, Pistolen 
und Waschmaschinen. Zum  Vor- 
würtskommen stehen (unter ande- 
rem!) Schnellboote, Lkws, Jeeps, 
Hubschrauber, Fahrrüder und sogar 
Surfbretter zur Verfügung, man kann 
im haiverseuchten Meer schwimmen, 
mit dem Fallschirm aus Flugzeugen 












sammeln und benutzen 
ei diesen Arbeitsbedin- 
eid erblassen! 


Nicht nur was die spielerischen Móg- 
lichkeiten angeht, auch optisch ist 
Hunter eine Klasse für sich: Die 3D- 
Polygongrafik ist trotz ihres Detail- 
reichtums (selbstverständlich mit Tag- 
und Nachtwechsel!) unheimlich 
schnell, besonders die Zoom-Effekte 
kommen gut rüber. Titelmusik und 
Sound-FX sind zwar an sich nur Mit- 
telmaß, es gibt aber erstaunlich viele 
verschiedene Geräusche, und sie pas- 
sen auch immer perfekt zur Handlung. 
Die Steuerung per Maus oder mit dem 
Stick klappt einwandfrei - hier gibt’s 
einfach nichts zu meckern. Hunter ist 
ein „strategisches Actionadventure“, 
das weit über den Rahmen herkömm- 
licher Games hinausgeht, und hat sich 
somit die Hit-Trophäe mehr als redlich 
verdient! (C. Borgmeier) 








HUNTER 


Game: Hunter 
Publisher: Activision 
Price: £25.99 
Authors: Paul Holmes, 
Martin Walker (sound) 
Release: September 


ve always kept myself to myself 

Hardly any chums at school (no-one 

seemed particularly interested in my 

collection of washing machine 
bearings 1955-75) and my best friend's a 
gerbil. They even abolished telephone 
chatlines shortly after | started ringing 
them up. That made me an idea 
candidate to join the secret service. I'd be 
able to sneak behind enemy lines 


HUNTER 


The excellent titles just keep on coming from the resurrected Activision, this time 





Somebody seems to have left this nice, shiny 
helicopter all alone. | better take care of it. 


Hurrah! Another enemy installation bites the dust. Back to the 
copter for another spot of island-hopping. 


1991 


AUGUST 


AMIGA POWER 
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‘There’s 
masses to 

do and heaps 
of things to 
discover’ 


completely unchallenged, and | wouldn't 
be missed at home for months on end 
My first mission was a bit of a failure 
though. The beautiful blonde spy | was 
> m ar 






t take 100 
veeting Conan (my gerbil, who'd 
gone along for the ride) and did a runner 
They didn't ask me back 


HE'S A MAN WITH A 
MISSION Yes 


chance to slip into the 
shoes of a man with a mission, And that 
mission is Io make life as tough as 
possible for the enemy who, for 
unspecified reasons, have taken control 
of most of the map 

A quick perusal of the screen shots 
will reveal that the chap in question (he's 
the one in green) is a blocky, 3D sort of 
character. As well as walking about he 
can also swim, although his talents as an 
all-round, secret agent sort of guy aren't 
realised until he comes across some 
indeed, ‘rotors ) (or a ‘hu 
The place is littered with cars, lorries 
tanks, boats, helicopters and all sorts of 
other forms of transport, all of which he's 
perfectly capable of driving. Handy, that 
when you consider the distances 


wheels (or 





THINGS TO DO 


Once you've explored Hunter's possibilities a 
little, and found out what's what, it's time to 
start earning your keep. There are three 
broad categories of job to be done, each with 
its own map: 


1. Missions 

You're given an objective and a deadline. You've got to 
reach the objective, take it out and make it back to base 
within the allotted time. You're then given a new target, 
slightly harder to reach, and a new deadline, slightly 
tighter. Off you go again - with the clock still running from 
last time! It's like an episode of Treasure Hunt, only 
without Annabel Croft (more's the pity). 


2. Action 


Pretty much the same sort of thing, only you're given a long 
list of targets, scattered around the map, and a couple of 
hours to wipe them all out. You'll need to get a route 
planned, and it might be worth playing a quick practice 
game beforehand to work out where all the fuel dumps are 
hidden and the vehicles parked. 


3. Hunter 

This is the game proper, and you've got a single objective: 
"Bring back one general's head.’ That presumably means "Kill 
the chief baddie’ and could also be taken to include ‘Oh, 
and blow up as many baddies as you can while you're at it.’ 
So off you go on a sort of adventure-style mission, collecting 
clues and trying to track down the general. 





The question on every gameplayer's lips is, of course, can 
you blow up your own headquarters? And the answer? 
Indeed you can, but it takes loads of firepower. Several 
carefully-aimed bazooka shells would do the trick. 





PT AUL EE TET SI ne MPT EET Ru ad Say Gd 


Entering buildings is likely to turn up a range of useful bits 
and pieces - equipment, vehicles and even the occasional 
civilian who might well be able to impart a useful titbit 

of information. 


HUNTER 


00:00 
nust 





It's about this time of day, that I like to go for a nice, refreshing swim. Today's shopping list: six fuel dumps, four radars, four forts 
(It isn't easy being a one-man army). and one HQ to go (up in smoke). 


Left: Oh look, a helicopter. Let's 
dump those wheels and take to the 
skies. 


Right: On second thoughts, | think the 
walk might do me qood. 





in the form of an epic multi-vehicle arcade adventure. 


AND HERE'S A QUICK TIP (YES, ALREADY!) 


Well, | just thought I'd slip one in. if you're in a tank or something and you find yourself getting chased by enemy tanks, the 
best thing to do is stop the engine, jump out and attack them with a bazooka or gun. They'll only attack you when you're 
actually in your tank, so the second you get out they'll stop firing and drive off or start going round in circles. 





M you're stranded in the middle of nowhere with the enemy Why bother collecting weapons, ammo and equipment 
closing in from all sides, an acrial observation unit can be when you can just stroll in here for them? Because there's 
launched to give a bird's eye view of your surroundings. only one Stores, and it's right next to your base, 

Various features can then be highlighted. somewhere you won't be visiting terribly often. 





The map's indigenous population tends to make its And if all cise fails... 
presence felt: vultures hover expectantly overhead, 

seagulls tend to get crushed undertrack, bulls are easily 

provoked and rabbits and ducks make a tasty treat. 





concerned and that fact that the map 
consists of lots of little islands with water 
between them 

So we've got some fairly corking 3D 
graphics, a huge map and plenty of ways 
of exploring it. What next? Well, there's a 
selection of missions available to be 
tackled, so the best thing to do is pick one 
and go on it 

The exact nature of the mission 











depends, really. There's the main one 
which is an all-singing, all-dancing action 
adventure in which you'll have to apply 
your brain cells as well as your trigger 
finger, and then there are a series of 
subsidiary ones (practice missions, if you 
like) which will be of more appeal to 
military minds 

Whichever you choose, taking the 
nght equipment is a must. Happily, all the 
Yials, hike a map, a radar unit, a 
clock and a range of weaponry, can be 
found fairly close t 
start, while your sup 
topped up from the 















HQ where you 
of ammo can be 





stores before you 


‘Hunters a 
game that's 
hard to fault’ 





You've a formidable range of kit at 






your dt 










sal, including a hand gun 
grenade: a and some timed 


explosiv 
and run away). If all that's not enough 


climbing aboard a tank or helicopter wil 


which you can fix to things 


OVE you access to even more 


MAKING (NOT 50) SOCIAL 
CALLS anying you's better star 


sticking your head round a few doorways 
The landscape is packed with buildings of 
tons: houses, power stations 
lighthouses, hangers, you name it. If 
you're lucky you might hit upon a stash of 
enemy equipment, or perhaps someone 
with something useful to tell you (although 
you might have to bribe them first 
Opposition comes in the form of 
thing from foot-soldiers (who are 
best squashed) to tanks and helicopters 
backed up by anti-aircraft guns and 
missiles. Some pretty heated battles can 
ensue with, for example, you taking out à 
fuel dump with a helicopter, getting shot 
down, crash-landing, leaping into a 
by armoured car and nipping off with 
a couple of tanks in hot pursuit 

And then there's the puzzle 
solving/strategy side of things. For 
starters there are puzzles of the 
information-collecting type. Then there 
are other things — wearing an enemy 
uniform will let you sneak about much 
more safely. And transport is always à 
concern. For example, your boat is 
running low on fuel, and you haven't got 
any spare. Do you risk going in search of 
more, or abandon the boat in favour > 
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HUNTER 





TRANSPORT 


Hunter's piece de résistance is 
the huge range of vehicles 

available to be commandeered. 
Forget walking - travel in style! 





Eat up those miles in a helicopter 
gunship. They're a bast to fly, though, 
even worse to land, and tend to get shot 
down a lot, so take a parachute. 


There's a range of cars, trucks and 4WDs available. They're okay for knocking about in, 
but don't pack much of a punch. 





Now were're talking. Armoured cars are 
fast and nippy, but tanks are a bit more 
happening in the firepower department, 


Should you find yourself needing to take 
to the water, there's no shortage of boats 
lying around, from slow, cumbersome 


and better for running over people. ships to fast, manoeuvrable qunboats. 





And, erm... oh dear. Still, at least they The best of both worlds, and surely the ultimate in ground-based transport, the At the bottom of the scale is the humble 

don't use much petrol, making them hovercraft is at home on land or water. If you can find onc, that is. They don't exactly bike. Slow, crap, and best abandoned as 

environmentally friendly (and handy if you grow on trees, you know. quickly as possible. (Get yourself a nice 

haven't got any). mountain bike instead. And a copy of 
Mountain Biking UK.) 


Left: Wheels, wheels everywhere. And not 


‘ ’ 
There sa real a drop of petrol. Get me a bike! 


sense of 
urgency to 
some of the 
missions’ 





any doubt, the 
rom me. Well worth bu ying . 


JONA THAN DAVIES 


UPPERS Quite good 30 
A graphics. Lots to discover, lots of 

challenging missions to go on, 
lots of everything, really. A cunning blend 
of shooting, adventuring and strategying 
And, when you think about it, most of it 
hasn't been done before. 


DOWNERS The occasional 
©) graphical glitch, and things don't 


appear on the screen until they're 





1991 


DOING THINGS NAPOLEON 
SOLO ; 


as been a bit 


AUGUST 





pretty close to you. There's a slightly 
Strange atmosphere to the whole thing, too 
(or perhaps that's just me). 


THE BOTTOM LINE 


Hunter is a real all-rounder, There's 


something for everyone in 
there, all wrapped up in a 
believable 3D world you can 


After taking out a rocket launching a particularly menacing shed, it's time to park that get lost in for hours 
tank, and go back to HQ. Mission complete, it's all in a day's work. 
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WINNERS 


A second helping of the programmers’ 
Mega-Lo-Mania tips this month, so there is 
only one main Gamebusters prize winner - 
but a well deserved one. Paul Gibson is the 
lucky chap, and he gets a £50 voucher for 
his Hunter map and tips. There's one 
Helping Hand winner too, and that is Chris 
Brady, who gets a £25 voucher. 

If you've got some decent hints, tips or 
maps (or Deluxe Paint piccies on disk) then 
send them 10 GAMEBUSTERS, Amiga 
Format, 30 Monmouth Street, Bath BAL 
2BW. Please write the name of the game 
on the back of the envelope. 

A couple of points to close on: we 
can't answer any letters or take cheats over 
the phone. If you want to give us tips or ask 
for advice, please write to us at the 
Gamebusters address. Oh, and NO MORE 
LOTUS 2 TIPS... PLEASE! 





GAMEBUSTERS 





Game 
Busters 


After the belly-busting helping of Gamebusters we dished out 
last month, Maff Evans has had to calm himself down and have 
a bit of a lie down in a dark room. Luckily, though, he has found 
the time to cook up some hefty portions of tips to keep you going 
until the next sitting, so let's dine... 





PRISON GUNKER 


MACKSAW ANTIBIOTIC 


SECOND MAN 


ALLY STORES 


A big game and a difficult quest — especially for one person. Follow these tips and 
the map to beat this multi-vehicled adventure. 

To begin with, collect all the items from the two huts on the starting island 
| Board the boat and head west toward the stores. Once there, enter the stores and 
click on AUTO. Before leaving the island, enter the house and collect the money 
and enemy uniform. Put on the uniform and go back to the boat. 

Read the log book and click on the first man. Go to coordinates X136, Y80 and 
enter the hangar, Collect the fuel and get into the ambulance, Drive to the position 
marked FIRST MAN on the map, enter the hut and select "TALK". He should then 
give you the coordinates of the old man (X181, Y197). Enter these into the log 
book and head back to the rocket boat by the hangar. Put some of the fuel in the 
boat and head for the coordinates the first man gave you 

You should now be by a light house, so go in and give the old man money until 
he won't take any more. Now select ‘TALK’ and he will give you the coordinates 
of the second man (X99, Y61). Put this in the log book and head to the coordinates 
in the rocket boat. Go to the church to find the second man and give him grenades 
until he refuses any more. He will now tell you the position of the professor. 

Head towards position X59, Y46 to find the helicopter. Add some fuel and 
head towards position X146, Y169. Look behind the windmill to find the master 
key, then head toward the power station (where the professor is situated). Enter the 
station and select ‘TALK’, at which point the professor will ask you to retrieve the 
nuclear device from position X28, Y227. Retum to the helicopter, add some fuel 
and fly to the device, When you arrive there will be three small huts surrounded by 
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an electric barrier. Don't enter the right-hand hut or touch the barrier! Use timed 
explosives to blow up the right hand hut, then enter the middle hut and collect the 
nuclear device. Fly back to the professor and give him the device, then select 
"TALK' and he will ask you to collect a disk from X100, Y225. 

Go to the third man (coordinates X195, Y 119), return to the helicopter and 
travel to X224, Y 123 to find some fuel. Fill the helicopter and also carry as much 
of it as you can. Now fly to the location of the disk and enter the house. Look 
behind the washing machine and collect the disk before returning to the helicopter. 
Fly to the third man (who will be hiding behind a rock) and select ‘TALK’. He will 
tell you to collect a security pass from X90, Y 153 and also tell you the location of 
the computer (X224, Y199). Collect the security pass from the office and head 
towards the computer (which is housed in a fort). 

Make sure that you are wearing the enemy uniform and you can then enter the 
fort. Operate the computer and enter the information that it gives to you into the log 
book. Now head towards the prison at X135, Y239 and enter it. TALK to the pris- 
oner until he tells you to fetch a saw from coordinates X151, Y121, then head 
towards this position 

Enter the building and collect the hacksaw and antibiotics. Head back to the 
prison and give the hacksaw to the prisoner. He will then tell you to go to the green 
monk at X85, Y174. Go out and collect an animal of some sort (for food). If you 
can't find one then try the house at X35 Y248. Go to the green monk, who will tell 
you to go to an injured soldier at X10, Y36. Enter the building and TALK to the 
soldier. Give him the antibiotics and retum to X151, YI21 to pick up another 
antibiotic. Go back to the hospital and give the soldier more antibiotics until he 
tells you the wherabouts of the General X135, Y239). He will also mention a scroll 
which is at X91, Y173 

Collect the scroll on the way to the General, who's location will turn out to be 
the prison you visited earlier. Blow up the prison using grenades, a bazooka, mines 
or an ASM from the helicopter. By fiddling with the zoom control you will see the 
bunker before blowing up the prison. Enter the bunker from the south (away from 
the screen) to find the General. Shoot the General and collect his head before 
returning victorious to HQ 


Travel Tips 
The helicopter is the best vehicle, but other vehicles may also be of use. If you 
need fuel for any of them then check out the location of fuel dumps listed below. 


Locations of Fuel (X,Y) 


006,145 134,068 249,109 

008,124 143,030 250.237 

063,039 145,051 251,100 

084,245 168,107 

101,134 176,249 

110,106 224.123 Paul Gibson, 
120,155 242,077 Haverfordwest, Dyfed 
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It's not me I tell you. I 
don't know what 


happened, but the 


the Review 


Contents 





page is not of me. I am 
in fact six foot three 
with Schwarzenegger- 
like proportions 
and a face that 
would put 
Richard Gere to 
shame. What? Tips? Oh, 
well there's Hunter, 
Armour-Geddon, 
Monkey Island, Gods 
and Populous (amongst 
others). I bet 





that Presley 


x 1 bloke's behind 
this... 


BRIAN 'LOOKS' NESBITT 


108 a «« one OCTOBER 





Now that Activision's superlative 
has finally arrived. Programmer 
of Hunter... 


takes 
vs through the i 


1) To begin each mission, visit the nearby 
hut to find a map, a log-book, a clock 
and several other useful items 

2) Use the log-book to highlight the Allied 
Stores, then make your way there to 
equip yourself with all the available 
weapons 

3) The method you use to travel around in 
Hunter is your choice, but if you take into 
account that the helicopters are usually 
much faster than ground-based vehicles, 
it may pay you in the long run to find a 
helicopter, save the game and practice 
with the controls for a while 

4) When approaching a target, fire an aerial 
observation unit, this will reveal the 
positions of any enemy artillery, enabling 
you to land or dock in a safe place 

5)If there are any armed vehicles available 
at this point you should board one and 
use its firepower to destroy the target 
Ihus saving on your own weapons 

6) if there were any gun emplacements 
shooting at you on your approach, then 
destroy them before reboarding your 
vehicle, this will help to ensure you a 
safe getaway 

7) At this stage in the Missions and Actions 
games you should either be making your 

way back to Headquarters to receive 

your next mission, or travelling to your 
next target. But remember, wherever 

you're going always use the route that 
you think is the safest and not the one 


that appears shortest 


"EL ER 


WHENEVER YOU SPEAK to a character, always try to bribe them for more 
information (usually with money]. 

While travelling through enemy territory in a boat always stay 
as far away from lond as possible (most surface to 
surface missile launchers are land based). 

When flying over enemy territory, try to maintain 
a high alt epus wil bs od el rone Fam 
surface to air missiles. 

Should you find yourself in the range of 
surface to air missiles, the most effective method 
of avoiding them is to tip the nose of the 
helicopter rd and fly as fast as possible in 
a straight line. 

Whenever you come across a hut [like the ones 
seen at the start of all the types) always 
search it, as these are the buildings where fuel and 
extra weapons are usually kept. Even if you do not need 
anything at the time, you can still write de locotion in your log-book for 
future use. 










Only swim if you have no other choice, as swimming drains your 
energy and the sharks can inflict considerable damage. 

Don't kill unarmed people before you have spoken to them. 

Don't destroy a building before you have searched it. 

Don't waste ammunition by destroying buildings or structures 
that are not listed as 
targets. 

Don't destroy enemy 
installations by running 
into them with one of 
your vehicles, as this 
method also weakens 
or destroys your 
vehicle. 

Don't attempt to enter 
any enemy buildings 
while wearing your 
allied uniform. 

Don't travel deep into 
enemy territory without 
taking extra fuel. 








1) When you are given a 
target situated in the heart 
of enemy territory, one way 
of achieving your objective 
without being shot is to take 
a helicopter, fly to the target 
at an altitude high zum n 
to be out of range of enemy 
SAMs, locate yourself 
directly above the target, hit 
the help button to achieve 
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J - TARGET. 


sites before attempting to 
reboard your helicopter. 

2) As land-mines tend to be the 
least used weapons of your 
armoury, you may wish to 
use them for destroying 
enemy artillery and the like. 
This can be achieved by 
walking into the target, 
releasing a land-mine then 
walking away. 

3 If you encounter a red and 
yellow force-field mine, the 


the auto-land only way to 
system and then pe destroy it to 
parachute out of "ssn! ins take a spare 
v MEME oe 
1 
helicopter will availoble) and 
land itself drive it into the 
without being mine (making 


shot at, while you are 
destroying the target, but 
remember that the 
helicopter will move 
forward slightly when in 
auto-land mode so make 
sure it isn't going to land in 
the sea! You'll still have to 
destroy any nearby SAM 


sure you dismount well 
before the collision). 

4) If you are on foot and being 
pursued by an enemy 
soldier or vehicle you can 
avoid a confrontation by 
dropping one or two land- 
mines and running in the 
opposite direction. 


Hunter - Solution 


First collect all the items in the two huts on the 
starting 

island. Next board the boat and journey westward 
towards the stores. 

Enter the stores and click on AUTO. On the same island 
enter the house and collect the enemy uniform and 
money. Put on the enemy uniform and return to the boat. 


Look at the log book and click on the first man. Head 
towards the coordinates ( X 163, Y 80) and enter the 
hangar. Inside collect the ambulance. Drive to the dot on 
the map ( first man ). Enter the hut and select TALK. He 
will reveal the coordinates of the old man ( X 181, Y 
197 ). 

Enter these into the log book and head back to the 
rocket boat by the hangar. Place some of the fuel into 
the boat and set off for the coordinates previously given to 
you by the first man. 

You should now be next to a lighthouse. Enter and 
continue handing over dosh until he refuses more. Now 
select TALK. He should tell you the coordinates of the 
second man which are ( X 99, Y 61 ). 


Enter these into your log book and make haste for the 
coordinates in the rocket boat. The second man is in the 
church, enter and hand over the grenades until he 
refuses any more. The coordinates of the professor will 
now be yours. 


( X 59, Y 46 ) are the coordinates that you'll be wanting to 
head off for at this point. There is a helicopter here; add 
some fuel then walk to the master key at ( X 164, Y 169 ). 
The master key is situated behind the windmill. Now head 
for the professor in the power station. 


Enter and select TALK, and the professor will ask you to 
retrieve a nuclear device from ( X 28, Y 227 ). Return to 
to the helicopter, add some fuel, and fly to these 
coordinates. When arriving there will be three small huts 
with an electric barrier outside. Do not enter the right 
hut, nor touch the barrier. Use the timed explosives to 
blow up the right hand hut. Now enter the middle hut 
and collect the nuclear devices. Fly back to the professor 
and hand over the device. 


Select TALK and he will now get you to firstly collect a disk 
from ( X 100, Y 225 ) immediately before visiting the third 
man at ( X 195, Y 119 ). 

Return to the helicopter and go get the disk, picking up 
some fuel from ( X 224, Y 123 ) on the way. 


Once at the location of the disk, enter the house and walk 
behind the washing machine to collect the disk. Return to 
the helicopter and fly towards the third man. He is 
situated behind a rock - select TALK to be given 
instructions to retrieve both the security pass and 
computer from ( X 224, Y 153 ) and ( X 224, Y 199) 
respectively. 


A security pass and flight to the location of the computer 
later, you should see a fort. Put on the enemy 

uniform, and operate the computer. At this point, enter the 
information given in the log book and make tracks for the 
prison at ( X 135, Y 239 ). 

Enter the prison and talk to the prisoner, he will tell you 
to fetch a saw from the coordinates ( X 151, Y 121 ). Jump 
to it then. 


At said location enter the building, collect the hack - saw 
and the antibiotics. Head back to the previous prison 
and give the prisoner the hack - saw. He will tell you to 
pay a visit to the green monk at ( X 85, Y 174 ). Make 
sure that you take some food and an animal of some kind 
with you; if you are having trouble finding an animal, 
then try the house at ( X 35, Y 248 ). 


The monk will kindly inform you that there is an injured 
soldier at (X 10, Y 36 ), which you should go to. Enter 
the building at these coordinates, talk to the soldier and 
give him the antibiotics. The soldier will require even 
more antibiotics before he will tell that the location of the 
general is ( X 135, Y 239 ) and that there is a handy scroll 
at ( X 91, Y 173). So far this reason, collect some more 
antibiotics from ( X 151, Y 121 ) and hand over the booty 
accordingly. 


Pick up the scroll on the way to the Generals location. 
Here you will find a spookily familiar prison i'd blow it 
up with grenades, bazookas, mines or ASM missiles from 
the helicopter if I were you. Oh, then i'd walk south ( out 
of the screen ) into the bunker.And finally, if you still 
want to know what i'd do if I was in your shoe's, i'd 
probably shoot the General, collect his head, return H.Q. 
and collect loads of well deserved credits. 


Hunter - Guide 


JEEPS 
ANYONE SEEN A GENERALS HEAD?? 


RIDE VERE TRETEN ees X-176 Y-037: 1/3 tank of fuel 


Your first task in your mission to find the General is to talk to the X-207 Y-123: 1/2 tank of fuel 
"first man". Initial transportation can be found on the shoreline near X-22A Y-032: 1/4 tank of fuel 
Headquarters a rocket boat fully laden with fuel or there is a helicopter X-075 Y-053: 1/8 tank of fuel 
at X-181 Y-107. The “first man" will tell you to go to the old man at X-181 X-008 Y-003: 1/2 tank of fuel 
Y-197. You will need to give him four bags of money for the following X-211 Y-029: 1/2 tank of fuel 
information: the master key is at X-164 Y-061. Then find the “second man" 

at X-099 Y-061. GENERAL TIP: You'll find it useful to wear an enemy uniform TRUCKS 

during your travels. You'll be told to visit the professor at X-049 Y-115 

who wants the nuclear device at X-028 Y-227. From here, the floppy disk is X-137 Y-047: 1/3 tank of fuel 
located at X-100 Y-225 and the “third man” at X-195 Y-119. What else is X-248 Y-109: Full tank of fuel 
there? Well, you'll need the security pass at X-090 Y -153 to be able to use X-211 Y-029: 1/2 tank of fuel 


the computer at X-224 Y-199 but remember to wear an enemy uniform. Next 


rescue the prisoner at X-135 Y-239 but take the hacksaw to him from X-151 AMBULANCES 

Y-121 while food must be taken to the monk at X-085 Y-174. Food comes in 

the form of rabbits and birds that must be captured by walking into the X-163 Y-079: Full tank of fuel 
them. Finally, talk to the injured soldier at X-010 Y-036. This will lead X-013 Y-034: 1/4 tank of fuel 
you to the General's bunker at X-135 Y-239. X-025 Y-062: 1/4 tank of fuel 


X-038 Y-059: 1/4 tank of fuel 
THE KICKIN' CO-ORDINATES! 





Be ce DC ea TANKS 
Where to locate evrything you ever wanted in Hunter! 
X-016 Y-220: 7/8 tank of fuel, 10 80mm shells 
CARS X-069 Y-103: 1/2 tank of fuel, 16 80mm shells 
X-172 Y-052: 1/4 tank of fuel, 4 80mm shells 
X-133 Y-067: 1/2 tank of fuel X-028 Y-036: Full tank of fuel, 1 80mm shell 
X-177 Y-197: 1/3 tank of fuel 
X-007 Y-241: 1/8 tank of fuel WINDSURFERS 
X-005 Y-144: 1/2 tank of fuel 
X-177 Y-059: 1/8 tank of fuel X-118 Y-086 
X-137 Y-047: 1/3 tank of fuel X-006 Y-050 
X-225 Y-032: 1/2 tank of fuel X-015 Y-062 
ROWING BOATS SHIPS 
X-163 Y-198 X-065 Y-067: 2/3 tank of fuel, 16 80mm shells 
X-043 Y-103 X-068 Y-230: 1/2 tank of fuel, 17 80mm shells 
HELICOPTERS SCANNER VANS 
X-168 Y-107: 1/4 tank of fuel, 1 100Ib bomb X-212 Y-047: 1/4 tank of fuel 
X-090 Y-051: 1/4 tank of fuel 
X-123 Y-232: 1/4 tank of fuel ARMOURED CARS 
X-105 Y-225: OCCUPIED 
X-077 Y-246: 1/8 tank of fuel, 2 100Ib bombs X-212 Y-047: 1/4 tank of fuel 
X-072 Y-245: 1/8 tank of fuel, 19 ASM bombs 
X-068 Y-245: 1/2 tank of fuel, 5 1001b bombs HOVERCRAFT 
X-064 Y -245: 1/2 tank of fuel, 1 100Ib bomb 
X-032 Y-189: Full tank of fuel, 31 ASM bombs X-072 Y-053: 1/2 tank of fuel 
X-005 Y-133: 1/3 tank of fuel, 28 ASM bombs X-166 Y-051: 1/3 tank of fuel 
X-056 Y-038: 1/2 tank of fuel, 2 100Ib bombs 
X-058 Y-041: 1/8 tank of fuel, 6 ASM bombs SUNDRY ITEMS 
X-058 Y-046: 1/4 tank of fuel, 8 ASM bombs 
X-045 Y-033: No fuel X-012 Y-240: 2 Flares 
X-207 Y-123: 1 Money 
ROCKET BOATS X-103 Y-222: 1 Money 
X-104 Y-087: 3 Grenades, 4 Bazooka shells 
X-127 Y-059: 1/2 tank of fuel, 4 80mm shells X-120 Y-085: 4 Timed explosives, 3 Land mines 
X-153 Y-200: 1/2 tank of fuel, 15 80mm shells X-038 Y-059: 4 Medical kits 
X-023 Y-202: 2/3 tank of fuel, 31 80mm shells X-022 Y-229: 1 Timed explosive 
X-043 Y-100: 1/8 tank of fuel, 3 80mm shells X-008 Y-124: 1 Flare, 2 Ariel observation units, 1 Fuel 
X-245 Y-101: No fuel, 52 80mm shells X-161 Y-077: 6 Medical kits 
X-228 Y-030: 1/4 tank of fuel X-224 Y-120: 3 Grenades, 3 Bazooka shells 
X-210 Y-029: 1/4 tank of fuel, 2 80mm shells X-251 Y-101: 1 Money, 1 Ariel observation unit, 1 Fuel, 1 Clock, 1 Ammo 
X-169 Y-108: 1 Fuel 
GUNBOATS X-103 Y-222: 1 Money 
X-084 Y -245: 4 Fuel, 2 Ariel observation units 
X-082 Y -245: 1/3 tank of fuel X-048 Y -246: 2 Medical kits 
X-003 Y-138: 1/3 tank of fuel X-036 Y-246: 4 Rabbits (food) 
X-010 Y-126: 1/3 tank of fuel X-031 Y-244: 1 Ariel observation unit 
X-095 Y-125: 1/8 tank of fuel X-025 Y-245: | Enemy uniform 
X-102 Y-084: 1/8 tank of fuel X-134 Y-068: 1 Timed explosive, 2 Grenades, 1 Bazooka shell, 1 Fuel 
X-130 Y-060: 1 Fuel, 2 Medical kits, 1 Flare, 1 Enemy uniform, 1 Clock 
BICYCLES X-190 Y-065: 1 Enemy uniform, 1 Parachute, 1 Money 
X-063 Y-243 
X-047 Y-244 
X-145 Y-044 
X-198 Y-122 


X-119 Y-245 





HUNTER" 
reference card 


Start up 


Insert the "Hunter" disk into the drive, then switch on your 
computer. The program is automatically loaded. 


Hunter Commands 


Using the keyboard : 


- ESC: This key will return you to the "Game Options" 
screen (see the 'QUIT' option in paragraph 2.1 'The 
Border"). 


- R: Activation of the portable radar unit. By pressing a 
second time, it is deactivated. 


P: Pause...press again to return to game. 


- RETURN: With this key, you can select weapons one 
after another. 


- A: This key will launch an aerial observation drone. 


- F: This key will fire a flare. 


i 


L: Consult log-book. 


- C: Clock. Press once to activate clock, press again to 
deactivate. 


- ?: Overlaid map. Activate. Deactivate. 


b. 


Spacebar: To get out of a vehicle. 


Just push the joystick in the desired direction and your 
character will follow. 


To immobilize your character, place the joystick in the 
middle ("neutral") position. 


Directions available for all land vehicles : 





- N: accelerate; 

- NE: accelerate while turning right ; 
- E: turn right ; 

- NW: accelerate while turning left ; 
- W: turn left ; 


- S: slow down. 


N 


- Arrow up.: Rear zoom. 


- Arrow down.: Forward zoom. 


Using the mouse: 


The mouse enables you to consult the equipment table 
which appears when you move the mouse pointer 
above the border. You can then select a weapon or an 
item you have discovered during the course of your 
mission. Most of these items are described in the manual 
(see paragraph 2.2 "Equipment Table"). 


Using the joystick 


Moving your character: 


Your character can be moved around in the following 
eight directions: 








Exception: the helicopter. 

To start up or accelerate : 

Push the joystick up (N) and pressthe button at the same 
time to speed up the rotors. 

To stop or slow down : 

Pull the joystick towards you while pressing the button. 


By pushing the joystick up (N) only, the helicopter will 
lose altitude. By pulling the joystick towards you (S) the 
helicopter will gain altitude. 


In general: 


The joystick button applies to the weapon you are 
CURRENTLY USING. Weapons are automatically selected 
according to the type of vehicle chosen. 


A word of advice: To advance as quickly as possible in 
your mission, we suggest that you save the game 
regularly. 


Good luck! 





AT-00-HUN-TK-BE 


He's all ALONE 


L A special agent trained to perfection in the use 
of arms; tracking, evading and exploring by night 

j and day. The Hunter lives by his wits and skills 
as he penetrates enemy territory, travelling by 

land, air and sea. Sabotage and subterfuge are 

the key to Survival as the precious seconds tick 

_ away. Adventure combines with 3D action in this 

A T superb and highly-rated game. 


Hes a 
s | PROFESSIONAL 


9 Asmooth 3D polygon world featuring islands. 
hills, lakes and various buildings 

L Wildlife including rabbits, seagulls...and 
sharks! 

\ @ 3 different types of challenging mission 
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E=ACIIVISION 


- Available for Commodore Amiga and Atari ST 
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lices are th ie. ; yeapons, 
hicles an shares found in his amazin 


dimen: sio nal universe; his objective: - 
tack and survive. The Hunter 
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